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SETUP AND INSTALLATION 


1. Start Windows®. Close all other programs. 
2. Insert the Line of Sight: Vietnam CD-ROM game disc into your CD-ROM drive. 


3. If AutoPlay is enabled, an Install screen will appear. Click on the Install button. If AutoPlay 
is not enabled, double-click on the My caida icon on your Windows® sae Then, 


5. When installation is complete, click 
select Programs, then Infograme 
game.. 


have DirectX® 9.0 or hi 


SAVING 


A WARRIOR'S TALE 


Being born and raised in rural Ohio made me a natural volunteer for the Army Special Forces. 
| spent most of my life hunting, fishing and camping (when | wasn't in school or working on 
the farm). In the Special Forces we got paid to do all that! Special Forces had extra appeal 
since it was all new and different back in 1963. Even the President back then thought it was 
pretty far out! So | didn’t waste any time getting transferred to Special Forces out of the 82” 


Airborne. 


The training was even tougher than what | experienced in Airborne. Lots of guys dropped out 
pretty quickly during the first few weeks — it was just brutal. | figured that if the guys training 
made it through, then | could too. That same mentality got me through basic training and 
rne school. Besides, l've always loved being Hoe and beating the odds. | wasn’t 


all wrapped up in the States, | was sent off to freeze my butt off in 
pecial Forces Group headquartered in Bad Toldz. Our primary mission 
territory in the event of war and organize resistance groups to run wild 


gs really got bad and Washington decided to go with a nuclear last 
o train and drill but | wanted to be where the real action was — 


option. We all con 
Vietnam. 


| had some buddies 
Vietnam and atta 
These units would 
enemy lines) for fi 
bases along with ge 
with the bad g 


g with the 5" Special Forces Group who were stationed in South 

ne of the Mobile Strike Force units (better known as MIKE Force). 
in enemy-controlled areas in South Vietnam (virtually behind 

en days compiling intelligence data, ambushing enemy units and 
aising all sorts of mischief. It was almost like a week-long gun bat- 
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Besides, Vietnam is much warmer and more exotic than Germany so | put in my transfer When my tour was up | signed up for a second and took my leave to visit home. When | 


request paperwork. | also made a few phone calls, begged, pleaded and pestered everyone arrived back in the States, things had really changed. It was 1966 and wearing a military 
possible as well — the squeaky wheel strategy. Eventually | got my transfer and was on my uniform got you all sorts of bad looks. By the time | made it back to Ohio | had been insulted 
way to sunny, warm and exotic Nha Trang, South Vietnam! and even spit on by a couple of freaky looking people. Even the farm seemed different. Mom 


and Dad were great — but | could see that neither one of them really understood what | was 
doing in Vietnam. This led to some uncomfortable moments and | found myself actually 
missing Vietnam, especially when | was out in the woods. Vietnam had gotten into my blood. 
| said my goodbyes and made my way back to Vietnam where things seemed to make more 
sense than they did back in the States. 


~ Once | arrived back in Vietnam | ran into another buddy who told me about SOG. SOG was a 
“ipa covert organization that | had heard rumors about a my first tour. My buddy 


My first impression of Vietnam was overwhelming. | stepped off an air conditioned military 
transport into oppressive heat and humidity — not to mention the smell! l'Il never forget 

that. The other thing | remember was the noise — people yelling, jet engines, helicopters, 
forklifts, all sorts of military vehicles running about. It was unbelig 
overwhelming. 


| made my way over to check in with the replac 
be on its way to pick me up and take me to the 5' 


I'm signing up for this SOG outfit and heading back to the SF compound 


If | thought the air base was loud - n the beach. Welcome back to Vietnam, young man! 


thing out of “Arabian Nights” — 
think of for sale, cars and mope 


one in Nha Trang was out o > SOG base at Kontum, it was time to take a helicopter trip to a SOG 


or A-Base) near the Laotian border... 


an A-Team that was work 
to help regular Vietnames 
VC would basically walk i 
“recruits” at gunpoint. The 
fences and berms and l 
involved in an interlock 
mount up and come to 
generally | spent my time 
farm work back in Ohio, e 


| d taking new 
> structures like 


In Line of Sight: Vietnam... 

You are a member of the Army Special Forces (better known as “The Green Berets”), attached 
to the covert Studies and Observation Group (SOG) at the height of America’s involvement in 
the Vietnam War. 


SOG: Studies and Observation Group 


The Studies and Observation Group (SOG) was a joint armed forces organization consisting of 
primarily Bo Special Forces, but including assets from the Air Force, Ma | 


operations into South Vietnam's neighbor 
where conventional American military gr 


classified today. 
What is known about SOG operat 


were considered ' “deniable a 
government would deny any 
and equipment used by 
the American military or g 
of captured enemy uniforr 
direct encounter occurre 
be the difference betwee 
Employing six- or eight- 
indigenous team membe 
and North Vietnam alon 
hidden trails, paths, roads i 
These territories were cons 


Distinguist ec 
n the battlefield, : 


nucleus of what bec in 


However, the North Vietnamese and their allies secretly occupied this "neutral territory” with 
hundreds of thousands of troops to allow for the supply, reinforcement and continued military 
operations by communist forces in South Vietnam. It was the job of SOG to make sure that 
these enemy safe havens were anything but safe. The enemy soon found that any trail, base 
camp, truck depot or rest area could be a target at any time as SOG recon teams struck swiftly 
and without warning. 

Cross-border operations into Laos, Cambodia and North Vietnam were extremely hazardous. 


SOG recon teams were relentlessly hunted by hundreds of enemy soldiers once a recon team’s 
presence was found — eventually resulting in pitched battles where the outnumbered and 


outgunned six-man SOG recon team would face off against its pursuers. American 


ies (killed or wounded) in SOG exceeded 100% with every surviving American recon 


illed for every American lost (100:1, reaching a high of 150:1 in 1967) — not 
undreds of enemy vehicles and tons of enemy supplies (food, weapons and 
stroyed. A total of 18 recon teams were lost or disappeared without a 
ight year existence, none of whom were returned as POWS after the war. 


Honor). Even n 


ens of thousands of enemy personnel were also kept tied down in 
g SOG's tiny recon teams that would have otherwise been fighting 
h Vietnam against conventional American and South Vietnamese 


Laos and Cambo 


When SOG was off iall hut down in 1971, a number of former SOG members formed the 


nown today as "Delta Force.” 


MAIN MENU Multiplayer 


Multiplayer allows you to play Line of Sight: Vietnam with your friends over the Internet, 


When the program starts, you will see the Main Menu, where you can choose from the 
GameSpy or a LAN. 


following options: 
e Launch Server: This will start a server on your machine that others can join. You can set it 


for LAN or Internet play. You will also be able to control the maps and length of the hunt. 
This is where you can set up a dedicated server as well. 


e Join Local Game: Here is where you will join a game that is on your LAN. It will not detect 
Internet or GameSpy games. 


e Join Internet Game: Here you can join an Internet game. You will be able to enter in the 
address of the game you wish to join. 


e GameSpy: If you either cannot find, or do not know of any servers that are active, you can 
use GameSpy to help you connect. The in-game GameSpy browser will allow you to search 
out and find active games on the GameSpy network. 

| an independent gaming service run by GameSpy. Infogrames does not control, and dis- 
ility or liability for, the functioning and performance of GameSpy Arcade and any con- 

ugh GameSpy Arcade. 


tent on or available ; 


New Game 


Select this to start a single-player campaign. It’s just you against (he í cpu- controlled oy in 
missions encompassing the conflict in Vietnam. 7 I- 


ame in nk options Menu. 
It is recommended that you start on the easiest difficulty setting in arcade- -style gaming. 


The arcade game setting allows for a more “Hollywood movie” style of gameplay, where you 
can absorb more damage and still Keep going. a 


Single Mission | 
Select this option to start a | oy game on a particul: 
any mission from the original campaign, or Play. add-o r m S! 
developers when they become eval : - 


Note: You can adjust the difficulty ofa single-player campaign ne 


is a lows you to play - 
ther users or 
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Auto Reload — Turns auto reload function ON / OFF. 


Show 1* Person Weapons — When playing in first-person, you can choose to show the 
weapons in front of you or not. 


Tutorial i 
i j j LAN AN DN Invert Inventory Scrolling — Inverts up / down inventory scrolling. 
Line of Sight: Vietnam offers a quick “basic training” tutorial that will help familiarize you with 


the various key commands, equipment, vehicles and weapons found in the game. 


Options 


In options, you can change the controls, game difficulty sett 


Load Game 


Load a previously saved single-player campaign. 


Realistic Tracers — Only show tracers for guns that would realistically have them, rather than 
all guns. 

Accuracy Indicators — If enabled, small red lines around the crosshairs in-game will show 
your shot accuracy. 


low ae Enemy Direction — If enabled, when an enemy begins to attack you, a small 


™ 


Ñ 


@, performance and the 


preference. 
Exit d if j r y F - Turns the ability t to damage your squad with friendly fire ON / OFF. 
Quit the game. | : 


OP TION S f 1 ased upon \ tem. Higher resolutions will require faster hardware and more resources. 
Gameplay bit depth — the game runs faster in 16-bit mode but looks better using 


screen brightness in the game. 
o OFF. Anti-aliasing should only be used on faster systems and 


distance that can be viewed in-game, resulting in more objects 
ems a LOW setting is recommended. 


/ OFF small detail objects like posters, telephones, wall maps, etc., 
erall game speed. 


e — Determines how much object detail is drawn at distance. 
OFF. Turning fog OFF will increase framerates on slower systems. 


Crosshair Type — Toggle 


Always Show Squad St : 
| rrain Shadows hadows cast by trees, building and vehicles ON / OFF. 
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Compressed Textures — Disable Compressed Textures if the textures look strange (grainy, 
weird colors, etc.). This option cannot be changed in-game. 


Character Shadows — Toggle between simple or complex. Simple shadows require less system 
resources than complex shadows. Note: Complex shadows may not be available on all systems. 


CONTROLS 


Default game controls are listed below. You can change any control to fit your personal 
preference in the Options Menu. 


ACTIONS | ie 
Actions contro O O 


Primary Item Action 


Secondary Item Action 
Reload Weapon 


Use Item Io 
Select Previous Item Scroll Up / Mouse Wheel Up 


Select Next Item 
MOVEMENT oj aa 


Move Forward Up Arrow _ 4 — 
Move Backward Down Arrow __ 


Scroll Down / Mouse Wheel Down 


Move Left Left Arrow 

Move Right - Right Arrow 
Turn Left / Right Delete / End a 

Look Up Mouse Up =) 
Look Down Mouse Down 

Stand Ctrl _ 


Crouch / Prone : | ws ME eo 4 
Walk / Run / To srt a Shift r 
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OTHER FUNCTION KEYS 


Toggle 1st- / 3rd-Person C 

Quick Save During Game F9 

Quick Load F10 

Change Current Objective O 

Show Squad Status Z (press and hold 


Inventory Items 1-0 number keys 
MULTIPLAYER COMMANDS 


| Actions Control 


Send Global Message ' (single quote) 
Send Team Message ; (semi-colon) 
Send Single Player Message L 

Show Multiplay er Stats S 


SINGL 


There are two ways 


you have previously unl 
To start a campaign, 


The first thing you'll see is the Mission Briefing screen. This contains a report about what's to 
come. The Mission Briefing screen contains an intelligence briefing, list of objectives, and a 


_ map. Click on the Objectives tab at the bottom of the screen to display your overall, primary 


and secondary objectives. Click the left arrow to go back to the Main Menu or click the right 


arrow to begin the mission. 
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MULTIPLAYER MODE | Hosting A Game 


Multiplayer mode lets you play against or alongside other players from around the world. You Click on Host Game to display the Host Game screen, 
can play on a Local Area Network (LAN), the Internet, or on GameSpy Arcade (see page 22 for where you can start a server on your machine that others 
more details). Click on the Multiplayer button at the Main Menu to begin. can join. Your IP address appears beneath the map list. 

At the Multiplayer screen you can choose whether to join or host a game, change your multi- This will display a screen Vy iEneledaNerine Options: 
player name, or turn the profanity filter ON / OFF. To change a setting, click on it. To join or i Server Name — (Optional) Put your server name here. 
host a game, click on the Join Game or the Host Game button. 1 This is what shows up on the in-game server browser. 


Server Message — (Optional) Put your message of the 
day here. This message is what players first see when they 
join your server. 


Joining A Game 

The Join Game screen gives you a listing of Line of Sight: 
Vietnam game servers on the Internet or on your LAN. You — 
can also type in an IP address of a server on the Internet i i 
you know that IP address. 


Game Type — Set the game type: Deathmatch, Cooperative, Mission Based or CTF (Capture 
the Flag). (See “Multiplayer Game Modes” on page 19.) 


Dedicated Server — This option starts a game on your computer that you cannot join from 


Click on the Get New List button to completely rescan h.. 
that computer, which makes the game run faster. 


your LAN or the Internet for Line of Sight: Vietnam games. 
(See page 22 for information on how to join or host a 
game on GameSpy.) Click on Refresh to rescan for the 
listed games for new information. Click on a game and 
then click on Server Info to display details about that game. 


Allow 3"-Person — Allow players to use third-person view. (Players can still use first-person 
if they choose.) 


Block Respawn miig = Do not allow players to place mines within 10 feet of respawn 
points. 

The buttons along the bottom of the screen let you switch between LAN and Internét games, indiscriminate Mines — _ Mines will kill both friendly and enemy troops. 

and let you filter the games displayed by Game Type, Show Full (YES / NO), and Show Empty 
(YES / NO). Click on a button to change the setting. 


Games are displayed in the center of the screen. Information listed includes server name, map, 
type of game, number of players, and ping (the connection speed — lower is better). Click on 
the IP address number to enter an IP number for a gamé being near on the Internet. 

You must get this number from the host. 


Friendly Fire — You can hurt teammates with direct-fire weapons, such as guns. 


Friendly Fire Area Damage - You can hurt teammates with indirect fire weapons, such as 
grenades. 


Auto Balance Teams — Do not allow players to switch to or join teams with more players. 
This will not force players out of teams that are already unbalanced. 


Disable Enemies — Remove all non-critical enemies from maps that contain them. 
List on GameSpy - List your server on the GameSpy Arcade network for others to join. 
_ (See “Line of Sight: Vietnam on GameSpy Arcade” on page 22.) 
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Allow Duplicate Names — Allows more than one player to use the same name. If unchecked, 
players who choose the same name will have a number appended to their name. 


Default Button — Reset options to default settings for the currently selected mode. 


Map / Mission List — Lists the maps or missions you have selected to use and the order in 
which you want to use them. Click the + button to add more maps or missions. Select an 
item and click the — (minus) button to remove it. Select an item and click the up or down 
arrows to move it up or down in the list. Note: You cannot change this option mid-game. 


Max Players — Set the maximum number of players that c your server, More players 
can be more fun, but requires a greater output bandwidth. ‘Note: ie this and the other 
number-based options below, left-click to increase the number, ar | 


Time Limit — Set the time limit per game. 


Score Limit — Set the game's score limit. For most Hides, 
modes, such as Capture the Flag, scores can rise very a 
should raise the limit accordingly. . : 


And / Or Button — Set whether fei game is is won when bo 
or when just the score is met. 


Respawn Delay — Set how mat 
can respawn. Note: There is 


Lives Per Round — Set how 


Enemy Lives Per Round 
to one.) 


Max Squad Members — $ 


Dropped Item Deletion T 
players. This also sets the 
with caution. The game t “A g : , A 
reppedobied ol fe ee w gy 
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Command 
These are options ` 
player, changing y 


Game Start Delay — Set how much planning time (in seconds) players have before a new 
game starts. Note: There is always a minimum delay of 10. 


Rounds Per Map — Set how many games to play on each map before cycling to the next map 
in the map list, if there is one. 


Number of Teams — Set how many teams to allow, if any. Certain modes have a fixed number 
of teams — for those modes this setting cannot be changed. 


Connected Players — The names of the players who have joined your server are listed in the 
upper left corner of the screen. 


Click on the Start button to begin the game. Players will be able to join the game in progress. 


Multiplayer Game Modes 


Stalk and Kill — You receive a point for each kill you make — the player who scores the high- 


est wins. If teams are allowed, teammates can ride together in vehicles and provide concen- 


To score points you must enter your opponent's base, capture his flag by 
ake it back to your base. You drop the flag if you are killed, and it can be 


; single-player mode, but your friends can join you to play through any 
or all of the gam ns. 
Mission- Based - 
quickest, while o 


erative mode, but squads take turns trying to finish the mission 
o stop them. 


Le Options 
n use during a multiplayer game, such as banning a disruptive 
nd changing the server name. 
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M-79 Grenade Launcher 


The M-79 is a single-shot 40mm grenade launcher firing high explosive 
grenade rounds. 


WEAPONS | 


CAR-15 

The CAR-15 is a shortened version of the M-16 assault rifle. Firing a high velocity 
5.56mm round, the CAR-15 is almost a trademark weapon of American special ops 
during the Vietnam War. | | 


M-60 Light Machine Gun 


The standard light machine gun used by American forces in Vietnam. This devastating 
weapon fires a NATO 7.62mm round. 


AK-47 viii 
The AK-47 is the primary assault rifle for the Viet 
Army). Supplied by the Soviets and Chinese, th 
Some American special ops teams use ` -4 


SKS Carbine 


Older semi-automatic carbi 
Soviet 7.62mm round and i 


A drum-fed light machine gun used by the Viet Cong and NVA. This Soviet / Chinese 
‘manufactured weapon fires the Soviet 7.62mm round. 


neg 
W 


ht, single-shot anti-tank weapon issued to American forces in Vietnam. 


¢ War II fame. 


nk weapon issued to Viet Cong and NVA forces. Unlike the LAW, 


2 aded and reused after firing. 
The modern Sov 


Vietnam. The S\ 


Wh 


the game are the American .45 auto and the 9mm Tokarov of 
nufacture. 


ERAN A 


a i , 
| t 
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LINE OF SIGHT: VIETNAM™ 
ON GAMESPY ARCADE 


You can play Line of Sight: Vietnam online through GameSpy Arcade, which comes conveniently 
bundled with the game. If you haven't done so already, insert your Line of Sight: Vietnam 

CD-ROM and install Arcade now. Then, to play Line of Sight: Vietnam online, just follow these 
simple instructions: 


anino sine Cie Oh the 


Launch GameSpy Arcade and Go to the Line of Sight: Vietn : 
ftw are tarts, you ‘ll see a list of gies. 


GameSpy Arcade link in your Start Menu. When the 
and more along the left-hand side. There’s plent 
on the Line of Sight: Vietnam button on the le 


Find and Join a Line of Sight: Vietnam S 


on a server of your choice to joi 
you to the server you selected. 


http://www.gamespyarca 
http://www.gamespyarcad 
GameSpy Arcade is an indep 
claims any responsibility or l 
tent on or available through ¢ 
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TROUBLESHOOTING 


The most common and prevalent errors are related to video and sound card drivers. 
Line of Sight: Vietnam requires DirectX® 9.0 or later. If your drivers are not certified, please 
download or obtain the latest drivers from your card manufacturers. This is the number one 
problem people have with DirectX® games. After you have updated your drivers, you must 
reinstall DirectX® from the Line of Sight: Vietnam CD-ROM. 


If you are having sound or video problems, you should try reinstalling DirectX® from the Line 
of Sight: Vietnam CD-ROM. 


For diagnosing tools, open Windows® Explorer and go to the C:\Program Files\DirectX\Setup\ 


directory. Run the program named Dxdiag.exe. This will give you detailed information for all 
your drivers and other DirectX® components. This will also help Tech Support if you should 


need to call them. If you are crashing upon exit, particularly if you see a DDRAW error, please 
ty to obtain the latest drivers for your video card. 
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do not find your ar 


INFOGRAMES WEB SITES 


To get the most out of your new game, visit us at: 
http://www.us.infogrames.com 


To send e-cards to your friends, download wallpapers, or get access to other free stuff, visit our 
Freebies section at: 


www.us.infogrames.com/freebies 


If you would like to chat with other gamers, as well as developers, visit our Community Forum 


_ area at: 


www.ina-community.com 


with your parent or guardian before visiting any web site. 


ww.us.infogrames.com/terms_of_service.asp 


SUPPORT (U.S. & Canada) 


aternet 
l information about Infogrames, Inc. products is generally available 


Up-to-the-minut 


24 hours a day, 7 k via the Internet at: 
anne = http://www.ina-support.com 
Through this site y access to our FAQ (Frequently Asked Questions) documents, our 


FTP (File Transfer P 
Codes if they're av 


rea where you can download patches if needed, our Hints/Cheat 
nd an E-Mail area where you can get help and ask questions if you 
ithin the FAQ. 
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Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc 

via E-mail, we may require verifiable consent from a parent or guardian in order to protect 
children’s privacy and safety online. Consent Forms are available at the web site listed on the 
previous page. 


Help Via Telephone/Fax or Mail in the 
United States & Canada 


For phone assistance, call Infogrames, Inc. Tech Support at (425 51-7110. O Our Interac ctive 


Time). Note: We may be close 
Before making your call, we a 
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lt our technicians C 
-within ninety (90) 
Infogrames, Jnc 


medium for a nom 


You may also fax in your Technical Support questions or problems to: (425) 806-0480, or 
write to the address below. 


Product Return Procedures in 


the United States & Canada 


In the event our technicians at (425) 951-7110 determine that you need to forward materi- 
als directly to us, please include a brief letter explaining what is enclosed and why. Make sure 
you include the Return Merchandise Authorization Number (RMA#) supplied to you by the 
technician, and your telephone number in case we need to call you. Any materials not 


containing this RMA# will be returned to you unprocessed. Send your materials to the 
maging address: 


Infogrames, Inc. 

Attn: TS/CS Dept. 

13110 NE 177th Place 

Suite # B101, Box 180 
Woodinville, WA 98072-9965 
RMA #: 


in the United States & Canada 


that the product storage medium is found to be defective 
riginal purchase, (unless otherwise provided by applicable law), 
the item free of charge, to the original purchaser, if the item is 
dated receipt and packaging. If you do not have the original 
riod has expired, Infogrames, Inc. will replace the product storage 
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END-USER LICENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and restrictions 
described in this End-User License Agreement (“EULA”). 

AGREEMENT 

This document is an agreement between you and Infogrames, Inc. and its affiliated companies (‘Company’). The enclosed 
software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed materials are licensed to you only 
on the condition that you accept all of the terms contained in this EULA. 

By opening this package and installing or otherwise using the Software you agree to be bound by the terms of this EULA. If 
you do not agree to the terms of this EULA you may not install or use the Software and within 15 days of purchase you must 
call the Tech Support telephone number listed in the manual accompanying the Software (the “Manual’). Select the Automated 
Phone System's Main Menu option for Consumer Services and follow the prompts. 

You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 days from the date 
of this contact to return the Software in its protective covering, the Manual and the original sales invoice to the address sup- 
plied to you. 

If this is a PC product, when you install the Software you will be asked to review and either accept or not accept the terms of 
the EULA by clicking the “I Accept” button. By clicking the “| Accept” button you acknowledge that you have read the EULA, 
understand it and agree to be bound by its terms and conditions. 


COPYRIGHT 


The Software is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and 
treaties. All title and copyrights in and to the Software (including but not limited to any images, photographs, animations, 
video, music, text and “applets” incorporated into the Software) and any printed materials accompanying the Software are 
owned by the Company or its Licensors. 


GRANT OF LICENSE 


The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you a limited, person- 
al, non-exclusive license to use the Software in the manner described in.the user documentation. The Company reserves all 
rights not expressly granted to you in this EULA. 
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PERMITTED USES 
1.If the Software is configured for loading on a hard drive, you may install and use the Software on a single computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the original and copy 
of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all of the Software 


(including all component parts, the media and printed materials and any upgrades) and the recipient reads and accepts this 
EULA. 


RESTRICTIONS 


1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or accompanying 
printed materials. 


2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 


3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works based on the 
Software (except to the extent expressly permitted in the Editor and End-User Variation section of this Agreement or other 
documentation accompanying the Software) or otherwise commercially exploit the Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to another or ove 
a network. 


5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original copy in the 
event it's destroyed or becomes defective. 


EDITOR AND END-USER VARIATIONS 


If the Software includes a feature that allows you to modify the Software or to construct new variations (an “Editor’), you may 
use such Editor to create modifications or enhancements to the Software, including the construction of new levels (collectively 
the “Variations”), subject to the following restrictions. Your Variations: (i) must only work with the full, registered copy of the 
Software; (ii) must not contain modifications to any executable file; (iii) must not contain any libelous, defamatory or other 
illegal material, material that is scandalous or invades the rights of privacy or publicity of any third party; (iv) must not con- 
tain any trademarks, copyright-protected work or other property of third parties; and (v) may not be commercially exploited by 
you, including but not limited to making such Variations available for sale or as part of a pay-per-play or timesharing service. 
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TERMINATION 


This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This EULA will 
terminate automatically without notice from the Company if you fail to comply with any provisions of this EULA. All provisions 
of this EULA as to warranties, limitation of liability, remedies and damages will survive termination. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 


You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The Software and 
media are supplied “AS IS.” Unless otherwise provided by applicable law, the Company warrants to the original purchaser of 
this product that the Software storage medium will be free from defects in materials and workmanship under normal use for 
ninety (90) days from the date of purchase. The warranty is void if the defect has arisen through accident, abuse, neglect or 
misapplication. If the Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a replace- 
ment free of charge if you return the defective Software. Follow the Product Return Procedures described in the Manual. The 
Company does not warrant that the Software or its operations or functions will meet your requirements, or that the use of the 
Software will be without interruption or error. 


TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WARRAN- 
TY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING 
AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR- 
TICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, 
THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE USE 
OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY, RELIA- 
BILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF OR 
LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY 
TO YOU. 


LIMITATION OF LIABILITY 


IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCIDENTAL, 
INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHATSOEVER 
(INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY, FOR LOSS OF 
PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, FAILURE TO 
MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED TO THE USE OR INABILI- 
TY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF THE COM- 
PANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT 
ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
EXCLUSION MAY NOT APPLY TO YOU. 
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IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE 
F 
EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. apie 


CHOICE OF LAW AND VENUE 


This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its conflicts of law 


provisions. The exclusive venue for litigation regarding or arising from this EULA is New York County, New York and you agree 
to submit to the Jurisdiction of the courts of New York County, New York for any such litigation. 


MISCELLANEOUS 


If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will be severed from 
and in no way affect the validity or enforceability of the remaining provisions of the EULA. 


This EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 


©2003 nFusion Interactive, LLC. All Rights Reserved. All other trademarks and 
registered trademarks are the property of their respective owners. 


Windows and DirectX are either registered trademarks or trademarks of 
Microsoft Corporation in the United States and/or other countries. 


Pentium isa trademark or registered trademark of Intel Corporation 
or its subsidiaries in the United States and other countries. 


This product contains software technology licensed from GameSpy Industries, Inc. 
©1999-2003 GameSpy Industries, Inc. All rights reserved. 


Uses Granny Animation. Copyright © 1999-2003 by RAD Game Tools, Inc. 
Uses Miles Sound System. Copyright ©1991-2003 by RAD Game Tools, Inc. 
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